The Chapter 10 of FIΣH IT deals with a very frequent situation in marine fisheries, which has received little formal treatment: a small-scale coastal fleet catches the same species that is targeted by an industrial fleet offshore. This raises dilemmas about the purpose of managing fisheries, and the players are forced to make clear statements about goals and positive and negative risks associated with the chosen strategies. The game invites to make experiments, but requires that the players devise simple and consistent strategies to be able to test their hypotheses. To increase realism, the simulations are stochastic, which forces the players to measure achievements in terms of probabilities and risk. This is an early version of this game, Sofala Shrimp Fishery v1.0. More advanced and realistic versions have been developed over the years, but this one has been often tested by students in the computer lab. Much of the background for this fishery is explained by de Sousa et al. (2006) and in special lectures. In the 2nd workbook the presence of the artisanal fleet is recognized and accounted for in the management of the fishery. 
